In order: room name, time saved, video link, then a comment. * means I knew of the trick when I was at that segment, but it went unused. This is so there's no confusion over what's new since then and what isn't. A lot of this wasn't found by me either.

Total time of new tricks: 41.2

Total time of unused tricks: 17.3

Total: 58.5

--------------------------------part1----------------------------------
Biotech Research Area 1 (2.1) http://www.metroid2002.com/kip/biotech_6.32.20.avi
My newer way of doing the dashes here in the escape.

Deck Alpha Mech Shaft: (.5) http://www.metroid2002.com/kip/trh_turret_dash.avi
Dash done at the top of the elevator.

--------------------------------part3----------------------------------

Tallon Canyon (.5) http://www.metroid2002.com/kip/tallon_canyon.avi
Sap sac dash.

Ruins Entrance (.2) http://www.metroid2002.com/kip/ruins_entrance_dash.avi
Scan dash from the first pole.

Arboretum (1.6) http://www.metroid2002.com/kip/arboretum.avi
Scan dash I was unaware of until part5.

Energy Core (1.1) http://www.metroid2002.com/kip/energy_core_unmorph.avi
Unmorphing off the platform after third bomb slot. Looks slower than other methods but you hit the loading area sooner.

--------------------------------part5----------------------------------
Monitor Station (3) http://www.metroid2002.com/kip/pirate_monitor_dash.avi
Dash to the bridge.

Chapel Tunnel* (.3) http://www.metroid2002.com/kip/chapel_tunnel.avi
Boosting into the room on the way back, then putting a bomb at the opening and reaching it before it explodes.

Fiery Shores (1) http://www.metroid2002.com/kip/fiery_shores.avi
Dash from the triclops. I'm not sure if you can save time with this and still get missile refills from the crates though.

Ruined Shrine* (1.4) http://www.metroid2002.com/kip/ruined_shrine_dash.avi
To lifegiver. Scan dash using the blue light thing after you land on the twig. It only saves time if you land directly at the door.

Ruined Shrine* (1) http://www.metroid2002.com/kip/ruined_shrine_boost.avi
From lifegiver. Boosting off the ledge and into the small tunnel. It only saves time if done perfectly. The camera goes crazy if you try to do this, and my success rate was abysmal, so I used a different method and messed that up instead.

Gathering Hall* (.2) http://www.metroid2002.com/kip/trebor_gathering_hall.avi
Slightly faster method of climbing using the hanging piece of rubble.

Hall of the Elders* (1.5) http://www.metroid2002.com/kip/elders_bomb_jump.avi
3bj into the passageway after the chozo ghost dies. Can also use a tbj, but 3bj is faster.

Antechamber (.5) http://www.metroid2002.com/kip/jack_ice_switch.avi
Switching to ice during the cutscene of getting it.

--------------------------------part6----------------------------------
Waste Disposal (3.1) http://www.metroid2002.com/ekarderif/waste_disposal.avi
                     http://www.metroid2002.com/kip/waste_disposal_difference.avi
First video is boosting across the center (2.7). I tried to do that when I was at part6 but never managed it, that's why I do the diagonal boost into the next part using the pushy effect from the water.

Second video is a slightly different way to bomb jump to the top. It saves about .4, but it's hard to land at the top.

Ore Processing* (.1) http://www.metroid2002.com/kip/ore_processing.avi
Scan dash using the grapple point. It's faster than boosting, but because of the wave trooper I could never lock on consistently.
--------------------------------part7----------------------------------

Central Dynamo (1) http://www.metroid2002.com/kip/central_dynamo.avi



A ghetto followed by rodeo jump to reach the door. You can dash instead of rodeo, but unless you can be facing the direction to MQA by the time you land on the thing, some time will be wasted turning around to get something to dash off.

Geothermal Core (2) http://www.metroid2002.com/kip/geothermal_core.avi
Dashing to the first spinner from the lower ledge. I never thought to try it from there, so I wasted time jumping to the next highest ledge.

--------------------------------part9----------------------------------

Elite Control Access* (1) http://www.metroid2002.com/kip/elite_control_access.avi
In part9, I didn't boost through here. It's a second faster than shooting the crate but you'll take some damage, and I chose to conserve my energy. I did boost in part6 because it's not as hard to survive.

--------------------------------part10---------------------------------
Metroid Quarantine A (.6) http://www.metroid2002.com/kip/sparky_mqa.avi
Dashing from the top mushroom using a metroid. Goes across the whole phazon pit and saves .3, and from there you can scan dash to the bendezium wall and save another .3 or so.

On top of those two tricks, it's also possible to dash from the large beam to the door as soon as you land on it, but only if a metroid happens to be in the right spot. It takes a lot of luck; I've only seen it once or twice, so I use the missile to dash instead. The metroid dash saves 2 seconds though.

--------------------------------part12---------------------------------
Frost Cave* (4.7) http://www.metroid2002.com/kip/trebor_frost_cave_dash.avi
Scan dash using the stalactite, on the way back from Phendrana's Edge.
Control Tower* (5.4) http://www.metroid2002.com/kip/control_tower.avi
                     http://www.metroid2002.com/kip/trebor_control_tower_3bj.avi
First video is elder without plasma. Only saves time on the first try, and I wasn't consistent enough to get it. It saves about 2 seconds.

Second video is a 3bj out of the area with the artifact, instead of bomb jumping into the tower and boosting out. This saves about 3.4, and has an added bonus of always keeping the elevator hologram active when you return there. It's possible for it to stay active if you don't use the 3bj, but I'm not sure what causes it. The room might reload if you boost too far out the tower.

--------------------------------part13---------------------------------
Phendrana Shorelines* (.4) http://www.metroid2002.com/kip/shorelines.avi
In the previous room, you can look down at the scan point and lock your view while waiting for the door to open. If you strafe into Phendrana Shorelines and grab the scan point, you save a fraction of a second (rather than waiting until you enter the room to look down at it).

Monitor Station* (1.3) http://www.metroid2002.com/kip/trebor_monitor_station.avi
Dashing from the base of the tower instead of jumping on a computer.

--------------------------------part14---------------------------------

Artifact Temple (22) http://www.metroid2002.com/kip/weird_ridley.wmv
After you damage Ridley enough that he flies off to bomb the platform, instead of doing so, he'll fly down (and off the screen), then come right back up and land on it. This saves 22 seconds, but nobody knows how to do it.

So far, every time someone has seen this happen, they got in that extra charged plasma that hits him right as he starts to fly away (at 13 seconds into the video). I don't think it's as simple as just getting that in though, or I should've seen it years ago. The thought to shoot him again before he flies away is nothing new.







